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RArKfiROtlND 

The present invention relates to electronic games of chance ad^rted for playing on a slot 
machine, computer or other communications device and more particularly relates to a 
game in whidi an auay of symbols forming at least one pay line are created from an 
object of predetennined shape such as but not limited to a pentagon . cube or Ae like. 
More particularly the present invCTtion discloses an electronic game which is initiated 
with a presentation of an object on a display and viudx is permanently or temporarily 
devdoped into a series of pay lines available on a wager by a player. The invention 
further provides an electronic game in which a predetennined Aree dimeaisional shaped 
object moiphs into an array of symbols v^ich form at least one pay line on.which a 
pl^er may make a wager, and vdierein a win is detennined wifli reference to pay /win 
tables. 

PRIOR ART 

The electronic game industry has been expaoding at a rapid rate due in particular to the 
rapid expansion of the internet and land based gaming and also Ihe ease of access to such 
facilities as electionic games of chance that flie internet makes widely accessible 
provides. This has spawned a growing demand for games for pure entertainment or for 
gaming as a result of which there has been a wide variety of games produced. 

The diallenge in flie electronic game industry is to create games vwhidi are novel 
wiU satisfy the community demand for entertainment and particularly in line readily 
accessible internet entertainment and with the requisite level of inteUechial stimulation, 
free games, bet returns and consurtier interest To attract consumers to play slot, computer 
and internet games, game creators have incorporated multiple pay lines, rewards, bonuses 
such as bonus and feature games and the Uke into the games. Bonuses and rewards may 
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be awarded in a variety of ways such as but not limited to choosing symbols and betting 
on combinations which are then compared to a pay or win table. Alternatively, a win may 
be achieved with reference to one or more pay lines. 

Other ^mes exist vMdi allow symbols to morph from a two dimensional state to 

5 a three dimensional state during game play. Li games of his type the symbols catrieis 
mnain in tact and ^in in rows or columns. Games east where symbols carriers moiph 
during spinning from two dimensional rows or columns to a transient three dimensional 
display. In these arrangements the spinning does not disrupt the symbol carrier abutments 
whether they be rows or columns. Thus, if a two dimensional row is spun, there is a 

1 0 conveision to three dimensions of the row carrier symbols but there is no disconnection 
between symbols or folding and unfolding and the original geometric sh^ formed by 
the row is retained at the completion of the spinning. 



15 



INVBSmON 



The present invention seeks to provide a novel alternative to the known electronic games 
of chance and vs*idi is suitable for playing on a compute, the internet, communications 
device and /or slot madiine including gaming machines. More particulariy the invention 
provides an interactive electronic game in whidb a participant may interact by placing 
20 wagers on a random outcome of &e game for ^tertainmCTt or material gain. Tte game in 
all its forais provides a player with a wide variety of options wi^in the game framework 
and may be played on a personal compute^ gaming or slot machine or other 
communicajtions device capable of accessing flie internet 

25 More particularly the invention provides an electronic novelty game of chance in 

which a three dimensional object which may be of any geometric shape is presented to a 
player. The object may initially have symbols on exposed sur&ces or concealed wifliin 
the object When a player initiates game play, the diree dimensional object shape 
carrying the symbols morphs ( change) from three dimensions to a two dimensional 

30 array of pay lines. The number of pay lines may be detemtuned by the number of feces 
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initially presented by tiie thiee dim^ional object prior to spinning morphing to two 
dimensions.. 

In one broad form the present invention comprises; an electronic game for 
5 interactive play on a screen of a slot machine, gaming machine, computer or ihe like 
wheiein flie game comprises a display including a three dimensional object having a 
plurality of icons and /or, symbols and /or, numbers or the like, displayed on a sar&ce of 
said object; wherein upon initiation of the gaime, said object morphs into rows and/or 
columns to form a predetermined two dimensional shaped display such as a square, 
1 0 rectangle, triangle or irregular shape, wherein each said rows includes one or more said 
symbols, letters, icons, numbers, >A*iereupon, a player may make a wager on fte outcome 
of a number of pay lines presented in two dimensions one or more said pay Unes. 

Said one or more columns and / or rows are created in a gwerally vertical or 
1 5 horizontal plane responsive to moiphing from the fluee dimensional object to the two 
dimensional rows and columns. 

At the completion of morphing a player is presented with a random army of symbols or 
combination of said symbols, letters, numbers, icons, the combination being compared to 
a predeteraiined pay or win table or data base to determine the outcome of said game. 

20 

According to one embodiment, the two dimensional screen display comprises one 
horizontal row and one vertical row. Jn another embodiment, flie screen display 
comprises at least two horizontal rows and at least one vertical rows with each row 
comprising three symbols and / or numbers, . A random display of symbols and /or 
25 numbers results from the moiphing of said three dimensional object 

In its broadest form the present invention comprises: 
an electronic game for play on a display screen wherein the game comprises; 
a display background, 

30 at least one three dimensional object pr<^ented on ttie display having at least one 
exposed sur&ce defining a wall of the object; 
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wherein, upon initiation of game play, said at least one three dimensional object morphs 
fiom three dimensions to form a two dimensional display of plurality of symbols. 
Prrferably the three dimensional object has in addition to the at least one e^osed surfece 
at least one hidden inner surfece. According to one CTabodimmt, each said symbol of 

5 the two dimensional display is displayed on a carrier background vsAiich formed at least 
part of the hidden inner or outer sur&ce of said three dimensional object 
Prefembly, said moiphing involves fiagmentation of inner and /or outer surfaces of the 
three dimensional object and reformation of the surfeces in a two dimensional array of 
symbol carriers. The fiagmentation of the three dimensional objects forms discrete 

10 elements each having a surfiice whidi bears at least one symbol; wherein die discrete 
elements assemble to form atleastonerowof symbol carriers. 

Prefembly, a surlbce of eadi discrete element forms part of the inner surface of 
the three dim^sional object aaid an opposite surface of each discrete element forms part 

15 of an external surface of Ae object Preferably, the total surface area of the symbol 
carriers displayed in two dimensions is equal the total sur&ce area of either an intOTial or 
external surfece of the at least one diree dimensional object The symbol carriers remain 
joined during fragmentation of the three dimensional object into two dimensions. 
Preferably, the display of the symbols on the symbol carriers and the symbols carriers is 

20 random; v^eiein a row of the two dim^ional display may be formed by a plurality of 
abutting symbol carriers. A symbol is displayed by superimposition over the symbol 
carrier. Each three dimensional object includes a plurality of hidden internal surfeces. 

Wherein the morphing of the three dim^ional object involves the steps of 
fiagmentation of die elements, random motion of the fiagmented elements then assembly 

25 of die elements randomly into two dimensional rows and columns. The at least one row 
' or column is formed from a plurality of said elements and the two dimaisional display 
includes at least one pay line taken along at least one predetermined path along the 
elements which comprise the two dimensional display. 
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A player may make a wager on tiie outeome of a number of pay lines pies^ted in 
two dimensions prior to said moiphing of Ae object. A shape of each discrete element 
may be selected from one or more of a square, rectangle, triangle ovoid circle, polygon. 
The symbols are selected from l^rs, icons, numbers, figure, caricatures, animals, 
5 geometric shapes, objects. The game is playable on a computer, slot machine, gaming 
machineL 

At the completion of morphing, a player is pres«ited with a random two dimensional 
array of symbols or combinaticm of said symbols, letters, numbers, icons; the 
10 combination along one ore more said pay lines being conq)ared to a predetermined pay 
table to determine an outcome of said game. 

la anotho" broad form the preset invention comprises: 

an dectronic game capable of display on a screen of a slot machine, computer or the lik^ 
15 the game comprising a screen display initially comprising at least one object in three 
dimaisions eadi having at least one e^)osed fece each bearing a game symbol, icon 
number/s or the like; 

wherein, when a player initiates game play the at least one tiiree dimemicnal object 
moiphs during v*ich the Aree dimensional object fragments into discrete elements which 
20 reass^ble to be displayed as a two dimaisional array of rows and colunons. Preferably, 
tibe three dimaisional object is a polyhedron having multiple ejsposed feces. 
Upon moiphing of the three dimensional object^ all feces of said three dimensional 
object/s are displayed on the scte^ in two dimensiois fbrming said rows and cohmins. 

25 In another broad form the preset ihvaition comprises: 

an inteiactive gam.e for playing on an electronic device such as a computer, gaming 
machine or the like: the game comprising a screen vAich displays a three dimensional 
shape having a plurality of feces, wherein the three dimmsional shape moiphs into a two 
30 dimensional display on the screen display, such that all said feces are displayed on the 
second screrai display in a pluraUty of parallel and/or intersecting rows and coUimns; 

5 
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wherein each said feces include at least one symbol; whereupon an outcome of the ^me 
may be detemiined by a comparison between a random display of symbob, with a pay or 
win table; wherein a participant may make a wager on the random outcome. The game 
comprises a screen display initially comprising at least one object displayed in three 
5 dimensions having at least two exposed feces each bearing ^me symbols, icons numbers 
or the like; 

the method coniprises the steps of 

a) initiating play of a primary game 

b) allowing a player to wager on an outcome of the game ' 

10 c) causing die three dim^isional object to morph so that all feces of said three 
dimensional object fragment tiien re assemble on flie display screen in two 
. dimensions; 

d) f<wming at least one pay line which tmverses a path of symbols; 

e) awarding a player according to a comparison between the symbols traversed by. 
1 5 said at least one pay line and the predetermined pay table. 

In another broad form of a mefliod aspect the present invention comprises: 

a method of playing an electronic game, comprising tibe st^ o£ 
20 a) providing a scre^ display comprising at Idast one three dimensional object 
having a plurality of feces; 

b) making a wager on an outcome of the game; 

c) effecting a spin command to cause one or more said objects to morph by 
fragmentation of each said feces of said at least one object thereby forming rows 

25 and /or colunms bearing symbols, one^on-eadi fece, 

d) providing at least one pay tirc for s-piejer from traversing symbols on said tov/s 
and /or columns formed by said morphing and 

e) comparing the symbols traversed by said at least one pay line with a 
predetermined pay table* 

30 
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In another broad form of a mefliod aspect the present invention comprises: 

a metibod of playing an electronic game on a slot madiine gaming machine, or computer, 
wherein the method comprises the steps o^ 
5 a) presenting on a screen in three dimensions an object having a plumlity of feces 
which each include a symbol, icon , number or Ae Hke; 

b) making a wagCT on an outcome of the game; 

c) effecting a spin command to cause one or more said objects responsive to said 
spin command to re orient the feces to form a plurality of two dimensional rows and /or 

10 columns formed by the symbols sach that die number of symbols in the rows and 
columns corresponds to a number of hidden and / or exposed feces on a corresponding 
three (timensional object; 

d) comparing symbol combinations traversed by pay Hnes with a pay table to 
determine an award to a play^ on the game outcome. 

15 

In anotfier broad form the preset in comprises: 

A method of playing an electronip game on a slot madiine gaming machine, or computer 
vdieiein Ae method comprises the steps of, 
20 a) presCTiting on a screen in three dimensions an object having a plurality of feces 
vMdi each include a symbol, icon , number or the like; 

b) making a wager on an outcome of the game; 

c) efifecting a spin command to cause one or more said objects responsive to said 
spin command to re orient the feces to form a plurality of two dimensional rows and /or 

25 columns formed by the symbols such Aat the number of symbbls in ike rows and 
cohmcms corresponds to a number of hidden and / or exposed faces on a corresponding 
three dimsosional object; 

d) comparing symbol combinations traversed by pay lines with a pay table to 
detemune an award to a player on the game outcome. 

30 
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In a broad fonn of the method aspect the presCTt invention comprises; 

a method for playing an electronic game displayed on a screen of a slot machine, 

computer or the like; the game comprising a sCTem display initially comprising at least 

one object displayed in three dimensions having at least two exposed feces eadi bearing 

^me symbols, icons nmnbers or the like; 

the method comprising the steps of 

a) initiatmgplay of a primary game 

b) allowing a player to wager on an outcome of the game 

c) causing the three dimrasional object to morph so that all feces of said three 
dimensional object are displayed on the screen in two dimensions; 

d) awarding a result according to a predetemiined pay table. 

A mediod of playing an electronic game» comprising the steps of: 

a) providing a screen display conq>rising at least one three dimensional object, 
having a plurality of feces; 

b) making a wager on an outcome; 

c) effecting a spin command to cause one or more said objects to alter its shape to 
an ext^t fliat each said at least one object forms rows and /or columns; 

d) providing at least one pay line for a player from said rows and /or columns formed 
by a chan^g state of said at least one object 

According to a preferred embodiment, the rows and /or columns are displayed in two 
dimensions and represent a developed view of the corresponding three dimensional object 
in the initial display. 

After the spin command which sets in train a mbiphing of the at least one three 
dimensional objects to the two dimensicmal rows and /or columns symbols, icons, 
numbers or the hke are randomly displayed in two dim^isions. 

At the conclusion of said spinning to form tiie rows and /or columns a play^ wager is 
compared to a predetermined pay or win table or data base and a payout is determined 
depending upon a comparison between the random symbol, icon or number or a 
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combination of said symbob, numbers, icons, and the pay table to deteraiine a g^e 
tesulL 

In another broad form of the method aspect, the present invention comprise; 
5 a metfiod of playing an electconic same on a slot madune gaming madiine, conq>uter or 
the like; wherein die method comprises tiie steps of, 

a) presenting on a screen in three dimensions an object having a plurality of feces 
which each include a symbol, icon , number or the like; 

b) mpk-ing a wag^ on an outcome of the game; 

10 c) Meeting a spin command to cause one or more said objects responsive to said 
spin command to form a plurality of two dimensional rows and /or columns; 
d) allowing said objects to spin to a halt such that rows and columns of random 
q^bols, icons, numbers or the like are displayed in two dimensions such that the number 
of symbols in the rows and columns corresponds to the number of feces ( hidd^ or 

1 5 e?^osed) on a corresponding three dimensional object 

In a broad form of an apparatus aspect the present invention comprises; 
an electronic game displayed on a screen of a slot machine, computer or flie like; the 
game comprising a screen display initially comprising at least one object in three 
20 dimaosions each having at least two exposed feces each bearing a game symbol, icon 
number/s or the like; 

wherein, when a player initiates game play the at least one three dimensional object 
morphs so that all feces of said three dimensional object^s are displayed ori the screen in 
two dimensions. 

25 According to a prefeired embodiment a playo- receives an avmd according to a 
predetermined pay table after a wager on said at least one three dimensional object 

According to a preferred embodiment, tiie feces of the three dimensional object/s are 
displayed in at least one row and /or columns. 

30 
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According to a preferred embodiment a pluialily of icons, symbok, numbers or the like, 
are displayed in a plurality of feces which collectively form a three dimensional object 
displayed on a screen. For example one 3D object might be a pentagon and another a 
cube. Each 3D object has the capacity to morph or develop into rows and columns in two 
dim^ions wh«rein said rows and columns include one or more said symbols, icons, 
numbos, wherein each said icons, symbols, numbers in die rows or columns provide pay 
lines for a player. 

According to a preferred embodiment, when a spin command is executed, eadi symbol, 
icon is initially provided on a three dimensional shape sudi as but not limited to a cube, 
polygon or the like and whai a spin has completed each of 4e diree dimensional sh^es 
assume a two dimaosional developed configuration displaying symbols on each fece of 
the object 

In anotiier broad form tibie present invention comprises; 

an interactive electronic game for display on a screen of a slot machine, gaming machine 
or conq)uter, flie game display comprising in three dimraisi(ms at least one object vMoh 
whai a spin command is executed by a player morph into 2D rows and /or columns 
formed by feces of the objects, eadi said feces carrying randomly displayed symbols, 
icons, numbers or the like. 

WhexL spinning stops symbols are displayed randomly and may be compared to a pay or 
win table or data base thereby providing an outcome for said game. 

In anotilier Ivoad form the present invention comprises: 

an interactive ^me for playing on an electronic device such as a computer, ^ming 
madiine or the like: the game comprising a first screen v^ich displays a three 
dimensional shape having a plurality of concealed and revealed feces, v^^dn the fliree 
dim^ional shape morphs into a two dimaisional display on a second screen, such that 
all said concealed and revealed feces are displayed on the second screen display in a 
plurality of parallel and/or intersecting rows and cohmms; wherein each said feces 
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include at least one symbol, icon, letter or numbers disposed in; whereupon an outcome 
of fhe game may be deteraiined by a comparison between a random display of symbols, 
icons, letters or numbers of said random display wifli a pay or win table; wherein a 
participant may make a wager on the random outcome. 

In another broad form the present invention comprises: 

an electronic game for playing on an electronic device such as a slot machine, computer 
or the like: 

the game comprising three dimeasional objects which are enable of morphing into two 
dim^isional rov^ and /or coluimis upon execution of a spin command. 
The three dhnensional objects may moiph into a plurality of parallel and/or intersecting 
rows and columns; wherein the rows and columns are made up of &ces of tiie three 
dimensional objects. A participant may make a wager on a random outcome according to 
pay lines formed when the three dimensional objects moiph into two dimensions. 
According to one embodiment, the game described herein may be adapted as a multi hand 
game option in v^idi teee dimensional objects whidi are csQ>able of morphing into two 
dimsisional rov^ and /or columns upon execution of a spin command. 

In another broad form the present invention comprises: 

an electronic game for play on a display screen wherein tiie game comprises; 
a display background, 

a two dimensional display of discrete elements each having a sur&ce capable of holding a 
symbol.; 

means associated with the game to initiate game play; wherein, when game play is 
initiated, the two dimensional display of discrete elem^its moiph to cause at least one 
tiiree dhnensional object to be presented on flie display having at least one e?q)Osed 
sur&ce defining a wall of the object; 

wherein, during game play, said at least one three dimensional object morphs from three 
dimsisions to form a two dimensional display of plurality of symbols. 
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Preferably each said symbol of the two dimensional display is displayed on a symbol 
carrier wherein eadi symbol carrier forms at least part of said at least one three 
dimensional object 



TOTRP DKSrRTP TIQN OF THE DRAWINGS 

The pxesCTt invention will now be desmbed in more detail according to preferred but non 
10 limiting embodiment and witii reference to the accompanying illustrations wherein: 

Figure 1 shoiA^ an elevation view of a screen display of a developed cube having 

six displayed feces and letter symbols; 
Figure 2 shows an elevation view of a screen display of a developed pentagon 
IS having 17 displayed &ces and letter symbols; 

Figure 3 shows a two dimensional array comprising symbol earners forming rows 

and columns. 

Figure 4 shows tiiree dimensional objects formed fiom' symbol carriers of the two 

dimensional airay of figure 3 according to one embodimCTit 
20 Figure 5 shows a two dimensional array similar to that of figure 3 but comprising a 

new random array of symbols. 

nPTAHRn DESCRIPTION 

25 Referring to figure 1 there is shown a two dimrasional display 1 comprising a first row 
2, and intersecting first column 3. Row 2 is formed fix)m panels AKAQ and column is 
fpnned fi*om panels AKS. JEach panel represents a fece of a three dimmsional.cube which 
develops or unfolds to form display 1 upon initiation of a game play. 

30 Each of panels AKAQ and AKS include a variety of game symbols, numbers, icons or 
the like which are randomly displayed after initiation of game play. In the example shown 
in figure 1 the game commences witii a cube displayed on an electronic display. 
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This is an interactive alternative to the knovm electronic games of diance and is suitable 
for playing on a computer, the internet, communications device and /or slot machine 
incJuding gaming machines. A game particq}ant may interact by placing wagers on a 
5 random outcome of the game for entertainment or material gain. The game in all its forms 
provides a player with a wide variety of options witiiin the g^me fiamework and may be 
played on a personal computer, gaming or slot machine or other conununications device 
capable of accessing the internet The game of chance commences with a fluee 
dimensional object which is preferably cubic, prismic or polygonal. In feet virtually any 

10 three dimassional shape can be presented to a player to irutiate the game. The initial 
display may include one or a plurality of three dimensional objects. The selected three 
dimensional object displays sjmibols, icons numbers or the like on exposed or concealed 
sur&ces. within the object In the case of a cube three surfeces would normally be 
exposed to view and three concealed from view. When a player initiates game play, the 

15 three dimensional object shape carrying the symbols morphs ( change) from three 
dim^ions to the two dimensional display as shown in figure 1 . The number of pay lines 
may be determined by the number of feces presented by the three dimensional object 
prior to spinning morphing to two dimensions. In the case of the embodiment of figure 1 
there are potentially one, two, three or four pay lines namely : AAAQ, AKAQ AKS and 

20 ASAQ. 

The colunms and rows are created in a generally vertical or horizontal plane responsive 
to morphing from the three dimensional object. At the completion of morphing a player is 
presented with fee figure 1 di^lay. A random display of symbols icons, numbers or the 
like is compared to a predetermined pay or win table or data base to determine fee 
25 outcome of said ^me. 

According to fee mefeod aspect an electronic game is displayed on a screen of a slot 
machine, computer or fee like. At least one object displayed in fefee dim^ions will 
30 have at least two exposed feces each bearing game symbols, icons numb^ or fee like. 
The play^ adopts fhe following steps. 
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a) the playOT initiates play of a pTunary game, 

b) the player may make a wager on an outcome of the game, 

c) playing die game causes die three dimensional object to moq^h so that all faces of 
S the tihuree dimensional object are displayed on the screen in two dimensions; 

d) awaiding a result according to a predetermined pa^ table. 

According to a preferred embodimCTt; tfie ro^ and /or columns formed "i^en fte three 
dimensional object morphs are displayed in two dimensions and represent a developed 
10 view of the corresponding three dimensional object in the initial display. 

At the conclusion of said spinning to form tiie rows and /or columns a player wager is 
compared to a predetermined pay or win table or data base and a payout is determined 
dep^ding upon a comparison between the random symbol, icon or number or a 
15 combination of said symbols, numbers, icons, and the pay table to deteitnine a game 
result 

According to a preferred embodiment a plurality of icons, symbols, numbers or the like, 
are displayed in a plurality of &ces vMdi collectively form a three dimensional object 
20 displayed on a screen. For example one 3D object might be a pentagon and another a 
cube. Each 3D object has the capacity to morph or develop into rows and columns in two 
dimensions vs^ierein said rows and columns include one or more said symbols, icons, 
numbers, wherein each said icons, symbols, numbers in tibie rows or columns provide pay 
lines for a player. 

25 

According to a preferred embodiment, vAgb a spin command is executed, each symbol, 
icon is initially provided on a three dimensional shape such as but not limited to a cube, 
polygon or the like and when a spin has completed each of the three dimensional shapes 
assume a two dimensional developed configuration displaying symbols on each fece of 
30 the object 
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A player may elect to play each row or all rows or row/ column combinations. 

Alfiiongh figure 1 diows a display having one horizontal row and one vertical column, it 
will he appreciated by those skilled in the art that a display of potentially any number of 
5 combined rows and columns can be employed with the only ' limitation being Ihe sizse of 
the scieeo display and the nature of the three dimeasional object required to produce the 
display. 

Figure 2 shows a game screen display 4 comprising three rows 5, 6 and 7 and five 
10 columns, 8, 9. 10, 11 and 12 according to one embodiment of the inveation. This 
provides a 3 x 5 grid for slot machines which could slide across all vertical columns to re 
evaluate pay possibilities. Game soreen display 4 is chaiacterized by the fiict that rows 
5, 6 and 7 may form pay lines. Typical pay lines would be AQAAA ( including upper 
cohjmn element) , AQAAA, SSAAK, AQKAJIO and AKAJIO ( including lower 
1 S column element). 
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the internet or for individual play. 
20 Figure 3 s3iows a two dimensional aixay comprising symbol carriers forming rows and 

columns. 

Refeiring to tiie example of figure 3 there is shown a two dimensional display 20 
comprising symbol rows 21, 22 and 23, The display also includes five columns 24, 25, 

25 ' 26, 27 and 28. Rows 21 - 23 each contain five symbols. Columns 24 and 26 include four 
symbols and columns 25, 27 and 28 comprise three symbols. Each symbol is held by a 
background canier. For instance the first symbol A in row 21 and column 24 is carried 
by symbol carrier 29. Thus in the same way all symbols in the rows and columns are 
carried by a background symbol cairi^. According to one embodiment, each carrier 

30 forms part of a fiice of a three dimensional object In the case where a screen display such 
as display 20 is pr^ented to a player at the conunencement of g^e play, upon initiation 
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of game play, the two dimensional display of symbols in figure 3 morphs to forai a tiiree 
dimCTsional object 30 such as tiiat shoxvn in figuie 4. The number of symbol carriers may 
equal the number of &ces on the thiee dimensional object 30. Alternatively, the number 
of symbol carriers may not be the same as the number of faces on the tiuree dimensional 
S object 30. In a furttier altemative, the initial two dimensional display may morph to form 
more than one three dimensional object so that the display 20 moiphs to form objects 30 
and 31 as shown in figure 4. Figure 4shows tibree dimensional objects formed firom 
symbol carriers of the two dimensional array of figure 3. 

10 

Display of either three dimensional object 30 ( or according to the altemative 
embodiment) objects 30 and 31, is transient and leads to fiirther morphing of the one or 
multiple three dimensional objects until a fiirther two dimensional random display 40 of 
symbols. Figures shows a two dim^sional airay similar to that of figure 3 but 
1 5 coinprising a new random array of symbols. 

The symbols may either be a random leanangement of the symbols of figure 3 or another 
random arrangement firom a pool of symbols. As with figure 3 two random dimensional 
display 40 comprises symbol rows 2l, 22 and 23. The display also includes five columns 

20 24, 25, 26, 27 and 28. Rows 21-23 each contain five symbols. Columns 24 and 26 
include four symbols and columns 25, 27 and 28 comprise three symbols. Each symbol 
is held by a background carrier. For instance the first symbol B in row 21 and column 
24 is carried by symbol carrier 29. Thus in the same way all symbols in the rows and 
columns are carried by a background symbol carrier. A player may wager or bet on die 

25 outcome of the random display 40. This may be achieved by cornparing win lines such as 
lines 41 , 42, 43 and 44 to a pay table. 

According to the embodiment of figures 3-5, when a player initiates game play, the 
two dimensional display carrying the symbols morphs ( change) firom two dimensions to 
30 the three dimensional object or objects 30 and /or 31 as shown in figure 4. The tbree 
dimensional objects morph ( change) from three dim^osions to the two dimensional 
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display as shown in figure 5. The number of lines may be detemiined by the number 
of feces presented by the three dimensional object prior to spinning moq>hing to two 
dim&isions. Alternatively the player may bet on pay lines fi'om the initial two 
dimensional display of figure 3. There are potentially a pluiaUty of pay lines whidi may 
S traverse columns or rows or a combination of bolfa. 

A random display of symbols icons, numbers or the like appearing along the pay lines is 
compared to a predetermined pay or win table or data base to determine the outcome of 
said game. 

10 The primary object of the game is to naatdi symbols on the display following a 

play, with a pay or win table. Following a play, the player receives on the display a 
random fell of numbers or symbols which pay according to the pay table. According to 
one embodiment, the initial screCT vsdnch is displayed to the player comprises either a two 
dimensional array of rows and columns of sjonbols or a three dimensional object bearing 

15 symbols, icons and/or nimibers arranged on tibe siirfaces of the object The payout table 
may be based on a result v^ch allows predetermined symbols and/or niunbers to be 
diisplayed in any position on the &ce of the final two dimensional display and in any row 
or column. 

20 The number of symbols or numbers on the display will determine the statistical outcome 
of the game and the number of like symbols or numbers of the same kind will determine 
the win and/or payout Prefembly the outcome of a game is entirely random. 

According to an alternative embodimanil; the typical game, may have an additional feature 
25 whereby a predetermined event during an initial play will trigger a second game state and 
possft>iy a number of subsequent g^me states. 

The games may be adapted as a skills game for one or multiple players at the same or 
remote locations. Also the game may be adapted for multi hand displays. According to 
one embodiment there may be provided for instance, in a first screen display a first 
30 plurality of three dimensional symbols whidi eiffaer individually or collectively morph 
into two dimensional developed view of each three dimensional symbol 
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It will be recognized by persons skilled in €be art tiiat num^ous variations and 

modifications may be nuide to the invention as broadly described herein without 
departing from the spirit and scope of the invention. 
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